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Introduction 



By jeff Tunnell 


Rise of the Dragon is one of the most difficult 
productions Dynamix has attempted in its six year 
history. Not only is Dragon our first adventure game, 
but we were designing an entirely new adventure 
gaming interface as well as the underlying authoring 
system at Ihe same time. This means the system was 
constantly clianging to meet design needs and the 
design was cotisl.intly changing to meet system 
needs. In effect we were developing the chicken and 
the egg simultaneously. Despite these ongoing 
difficulties, we managed to keep three main goals in 
mind durincj Draqorr's production: 


Characterization: We didn't want our characters to be 
cardboard cutouts so we gave the major charac ters personal histories as well as 
likes and dislikes. Just like real people tfiey can become a friend or enemy 
depending upon how you treat them. They renit'inber what you say and do and 
are aware of what is happening in the world around them. Also, because all of the 
major characters are adults, they use adult laticiuage. This has proven to be 
somewhat controversial but it provides a much ()re<iter sense of realism. The 
characters talk like people really talk. Some are courteous and polite while others 
are anything but charming. 


Ongoing Storyline: In most adventure games lime sl.inds still. What happens in 
one roorn is only slightly acknowledged in anothcM. In contrast. Dragon takes place 
in a real time environment where events occur in areas other than where the major 
character happens to be. Cinematic cutaways are usc’d to keep you informed of the 
ongoing story. This is interesting in that you, the player, know of occurrences that 
Blade, your game alter-ego, does not. I believe this disparity of awareness will 
become a hallmark of the rapidly evolving genre of interactive storytelling. 

Removal of Frustration: Dragon will never allow you to play for an hour only to 
realize that you cannot win without an object that can no longer be obtained. Our 
arcade sequences allow unlimited replays, and can be skipped entirely if you don't 
have enough patience to win them. You will never have to fight with a parser trying 
to find just the right word to solve a puzzle for which you already know the solution, 
and, if you look hard enough, most major puzzles have more than one solution. 

As you play Rise of the Dragon I hope you feel we have achieved these goals. It 
wasn't easy, and the entire Dragon development team has put forth tremendous 
effort to bring the product to life. Many people at Sierra On-Line also provided 
input and resources to fulfill the vision. I would like to thank everyone at Sierra as 
well as you for allowing us to make this adventure a reality. Have fun! 
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Jeff Tunnell 


Overview 

Welcome to Rm ’ u/ //x ■ / iragon, the first game to use 
the new Dyn.imix ( ..imc Development System 
(DCDS). As you ,iir .ibout lo discover, the world of 
Blade Hunter IM. is unlikc' anything you've seen in 
computer gamii k |. Bee .mse of this, it's important that 
you understand the elements that make Rise of the 
Dragon so uni(|ui'. 

The characters have character... 

The characters In Rise al the Dragon all have 
personalities and a past... it's important to remember 
this when you disil with them. Also, just like real 
people, they rememluT things that you've said or 
done to them. Keep this in mind because everything 
you say and (fo will .illect their actions in the future. 

Time clicks on... 

Time passes in the world of Blade Hunter. This means 
that, just like the le.il world, things happen with or 
without you. II also ineans that the passage of time 
becomes a lac lot in everything you do. Offices close 
at night, travc-l lakes more time for longer distances 
and, of course', Blade' will become tired and need to 
sleep. 

You are William "Blade" Hunter... 

Rise of the Dragon unfolds almost entirely through the 
eyes and mind of Blade Hunter. What he sees you 
see. What he knows you know. There's a lot of 
information locked away in the mind of this ex-cop. 

Learn how to use it. 

What you see is what you get... 

In Rise of the Dragon, you don't type commands to 
make things happen. You enter Blade's world and 
physically make things do what you want them to 
do. This is one of the most revolutionary concepts of 
the game. Through the use of a point-and-click 
interface, you actually pick up objects and use them. 

Want to open a cupboard? Simply pick up the keys, 
place them in the lock and open the cupboard doors. 

It's simple yet incredibly powerful. The point-and-click 
commands are fully explained in the following pages. 

Mastery of the basic techniques takes only moments, 
after which you can begin to explore, learn and grow 
in your interactive abilities. 

sm 
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Getting 




Simplicity... 

The essence ol Dragon is the simple action of 
point-and-c lie k. T he small cursor on the screen 
represents you in the world of Blade Hunter. By 
moving the cursor around Blade's world and 
"clicking," you interact with his environment. 
There are only 3 basic point-and-click actions: 


1. LOOK: single click the 
right mouse button 
while the cursor is placed 
over the object you want 
to look at. This will bring 
up a text box containing 
information on the 
object you're looking at. 


2. OPERATE: single click 
the left mouse button 
while the cursor is placed 
over the object you want 
to activate or select. 


3. MOVE: click and hold 
the left mouse button 
while the cursor is placed 
over the object you want 
to pick up and move. 

NOTE: not all objects can 
be picked up so don't 
cramp your fingers trying 
to pick up Blade's bed or 
toilet. 



These examples use 
the mouse to display 
the 3 basic point-and- 
click actions. For the 
point-and-dick 
equivalents using the 
k^board and joystick, 
lease see 





n INVJI L 

ON CLICKING... 

lust as we all hold a 
pencil or fork 
differently, evetyone 
"clicks' slighilv 
differently. Therelrtre, 
the preset tlick" 
controls may not seem 
perfect for cvers-one. 
You can adjust the 
preset controls to stiit 
your own personal 
speed and fed f'v 
using the Calibrate 
Menu. Sec Calibrate 
on page 24 lor 
instructions. 


Simplicity Plus... 

O.K., we lied. I here atr more than 3 basic point- 
and-click commands. We didn't want to 
discourage you! Besides, the following advanced 
point-and-clic k lei hnicjues are really just 
extensions ol the hit) 3. Really... no spread sheet 
functions or tnitlli event video cassette record 
features here. )usi ihe simple point-and-click with 
a bit of flare thrown in for added excitement. So 
hang in there with us! There are only 3 more clicks 
between you and Ihe point-and-click big league: 


1. MAIN INVENTORY: 
Right click while the 
cursor is placed on 
Inventory Icon. Windows 
showing Biade's status 
and the current 
inventory objects he is 
hoiding wili be displayed. 


2. QUICK INVENTORY: 
Left click while the cursor 
is piaced on the 
inventory Icon. Oniy 
your inventory window 
wiii be displayed. 






































3. USE: While Blade is 
holding a usable object, 
such as a gun, you can 
select that object for USE 
by clicking and holding 
the right mouse button. 
While the right button is 
held down, the cursor 
will change to Indicate 
that the particular item 
has been selected. 

This example shows 
the USE function with 
Blade's gun selected. The 
cursor will be different for 
other objects. If Blade can 
hold an object it can be 
selected under the USE 
command. 

USE + OPERATE: While 
an object is selected 
for USE and the on¬ 
screen cursor is showing 
the icon for the selected 
object, it can be 
OPERATED like all other 
objects, by single clicking 
the left mouse button. 

In this example Blade's 
gun is selected as the 
object of USE. The USE 
command allows you to 
aim the gun white the 
OPERATE command fires 
the gun. 


IMPORTANT STUFF... 

If you're one of those 
die-hard game players 
that likes to explore a 
game on your own, 
it s reerrmmended lhal 
you at least read 
alx)ut Ihe Game Save 
and Restore tealuies. 
This inlormalion is 
localed in the VCR 
Menu section on 
[jage 23. 


USING OBJECTS THAT BLADE IS CARRYING 

To USE objects that Blade is carrying, simply dick 
and hold flic right mouse button. The on-screen 
cursor will change to indicate that the specific 
object that Blade is holding has been selected for 
USE. With Ihe object selected for USE, it can be 
OPERATED in the same way as other objects in the 
game. 



That's it. You can now look at objects, 

move them and operate them. You can also select 

and use objects that Blade is carrying. 

Very simple, very easy - low stress interaction. 

On the following pages are more tips and 
techniques that will help you understand the 
interaction techniques used in Rise of the Dragon. 
Elements such as Inventory use, talking with other 
characters, game play options and more in-depth 
use of the cursor are explained. The following 
descriptions build upon the point-and-click 
techniques described thus far. The remaining 
techniques are, for all practical purposes, intuitive 
and require only that you understand the basics 
already described. 



The Smart Cursor 

"Hey! My cursor keeps changing!" 

Yes, that's right. I he c ursor you know and love 
changes in DGDS (|,imes when moved over 
certain items. That 's l)ecause it's smart and wants 
to tell you sonii'thinq about what it's pointing at. 

In addition to poinliiuj in different directions, the 
cursor will, at titnes, c ompletely change shape to 
inform you about items, places or people you 
should pay attention to. We've taken the liberty of 
interpreting this l.iiujuage of cursor-ease for you: 



■ When the cursor 
changes to an exit sign 
it's telling you that by 
left clicking on this spot 
you can enter another 
room. 

■ When the cursor 
changes to a pointed 
exit it's differentiating 
between two closely 
placed, but different, 
exits. You are likely to 
see this on elevators, 
where there are both 
"up" and "down" 
buttons. 

■ If the cursor changes 
to a conversation 
bubble, you can left click 
to engage in a 
conversation with the 
person the cursor is 
pointing at. 


The extra-special 
Wait Icon 




normal gameplay 
cursor icons, you will 
soon become familiar 
with CXiDS's signal 
that it’s thinking - the 
Wait Icon. The cursor 
will cliange to the 
Wait Icon whenever 
the game needs to 
access information 
from disk or is 
preparing a surprise. 
Tbe length the Wait 
Icon remains on¬ 
screen is heavily 
dependent upon 
wteher you are 
playing tfte game 
from floppy disk or 
hard disk. The time it 
takes DGDS to pull 
information from a 

greater than from a 
hard disk. 

NOTE: It is strongly 
recommended that 
you pl^ from a 
hard disk drive. 



B If the cursor changes 
to a magnifying glass, 
it's your cue that you 
can left click to "zoom 
in" and get a closer look 
at what the cursor is 
pointing at. 














Inventory Screens 

The Inventory allows you to interact with Blade 
Hunter. Inventory is where you store objects for 
Blade to use and where you direct his use of these 
objects, file Inventory consists of 3 parts: the 
Main Invenlory Window, the Quick Inventory 
Window and the Inventory Icon, which gives you 
access to the Invt'ntory. 


Move Objects: left click, 
hold and drag. Release 
when the object is where 
you want to drop it. 


Main Inventory: right 
dick on the Inventory 
Icon. 


Quick Inventory: left dick 
on the Inventory Icon. 


INVENTORY ICON 

Located on the' bottom right corner of all game 
play windows, tlu- Inventory Icon represents the 
characit'r ol Blade Hunter. It's use is straight 
forward and very simple. 

I To give Blade objects, simply move objects on 
top of the Inventory Icon and drop them. They 
will autom.iti(<illy Ix' placed into Blade's inventory. 

BTo access the M<iin Inventory Window, right 
click on the Invenlory Icon. 


BTo access the (Juick Inventory Window, left click 
on the Inventory Icon. 


1 AT 

INVENTORY OBJECTS; 
Using the LOOK 

on Qiijeii:hefflK*3:i 

inveScjiy 1 

closeB|i::|t(S6fe and ^ 
desefiptWotthe 
object you are looking 



The Inventory Icon will always appear in the lower 
right corner of the game screen except during non- 
interactive "storytelling" screens and arcade 
sequences. 


MAIN INVENTORY WINDOW 

Accessed by right clicking on the Inventory Icon, 
the Main Inventory Window gives you control 
over all items that you have placed into Blade's 
inventory. You can drop the items from inventory 
or give them to Blade to use. 



'mmmma -thtentcifv]. 


The Main Inventory 
Window displays both 
the objects held in 
inventory and Blade 
Hunter's status. From this 
menu you can give Blade 
objects to use, or drop 
them for use on his 
immediate surroundings. 

ESf Objects cannot be 
dragged from the 
surroundings directly into 
an open inventory 
window. They must be 
dropped onto the 
Inventory Icon when the 

◄ inventory windows are 
closed. 


QUICK INVENTORY WINDOW 

Accessed by lei I clicking on the Inventory Icon, the 
Quick Invenlory Window shows you only the 
object inventory. While you will not be able to use 
the inventory items on Blade from this menu, you 
can quickly move objects from inventory. 


The Quick Inven- k 
tory displays only r 
the objects that have 
been placed in Blade's 
inventory. For most 
gameplay purposes, 
this inventory win¬ 
dow is the fastest and 
easiest to use. 



A NOTE ON 
INVENTORY MENUS 

The Quick Inventory is 
just what the name 
(tnplies: QUICK. OCOS 
pulls up the Quick 
kaventory much faster 
than the Main 
Inventory. When you 
don't need to interact 
with Blade's character 
and only need to 
access the items in 
inventory, left click on 
: th:e,fpy^ntpry')cpn;ip:T 
use the Quick 
Inventory. You'll 
spend a lot less time 
waiting... 

I Also, objects can be 
moved directly out of 
the Quick Inventory. 
lust left cH(± and hold \ 
ihe object and move it 
out of the inventory 
window. Thiscanonly 
be done from the 
Quick Inventory! It's a 
big time saver during 
conversations when 
you need to exchange 
items with another 
character. 
































I 


w Rise of the Dragon is 
fc;’Mteffigent'' 

which 

opmtesonthe 
: pnmipkthat common 
sense is the best 
im0ctmmarniat. 
Ke^ this in mind if you 
':.:0'iStiMkmif'i 
something doesn't work 
it 

should, if it's a hgical 
thing to do, there's 
ptoM^awaytodo it 



Object Use 


Using objects in Blade Hunter's world is easy. 
Simply mow objects to where you want them to 
be used or perform an action on objects that need 
something to be done to them. 

■ If you want to pick something up off the 
ground and put it into your inventory, you simply 
move the objc'ct onto the Inventory Icon and drop it. 


■ If you want to turn on a VidPhone, you simply 
locate the power switch using the look command 
(right click) and then operate it (left click) to turn it 
on and off. 


■ If you want to open a lock using keys in your 
inventory, move the keys from inventory directly 
to the lock and drop them. The lock will open 
(assuming you've got the right keys!). 


1. The first thing to do is 
get some clothes. In the 
center of the floor is an 
unidentified blob - that's 
Blade's clothes. Left dick 
and hold to pick up the 
clothes. Move them on 
top of the Inventory Icon 
and drop them into 
Blade's inventory. 


2. The next step is to 
grab Blade's coat. It's 
hanging on the coat rack 
next to the window. 
Move it to the Inventory 
Icon and drop it. 

Now, right click on the 
Inventory Icon to bring 
up the Main Inventory. 
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Let's walk Ihroiuih dressing and arming Blade for 
practice. 




3. Once in the Main 
Inventory, the Status 
Window shows that 
Blade is in need of some 
body cover. The clothes 
and coat that you 
dropped should be in 
the inventory. 



|| INPEHTOR*siS|., 



4. To dress Blade, simply 
left click on the clothes, 
move them onto Blade 
and drop them. 



5. Blade is now wearing 
his clothes. Pretty neat 
huh? The next step is to 
give him his coat. 



6. Left click on the coat, 
move it over to the Status 
Window and drop it. 
Now fully spiffed out. 
Blade is ready for his 
weapon. Click the button 
marked EXIT at the 
bottom of the inventory 
window. This will take 
you back to Blade's 
room. 


13| 

































INl>E«TORS 


INL-’ENTORVT: 


7. After locating Blade's 
gun, move it over the 
Inventory Icon and drop 
it. The gun is now in 
Blade's Inventory. Next, 
move the cursor over the 
stack of books near the 
window. The cursor will 
change to a magnifying 
glass, telling you that you 
can take a closer look. 

Left dick on this spot. 


3. After left clicking, the 
view will change to a 
close-up of Blade's 
VidPhone. Locate and 
move his gun clip over 
the Inventory Icon and 
drop it. The gun clip is 
now in Blade's inventory 
along with the gun. He's 
now ready to gear up. 
Access the Main 
Inventory by right clicking 
on the Inventory Icon. 


10. Give Blade his gun 
by moving it into his 
status screen and 
dropping it. The picture 
in the status screen will 
change when this is 
done, showing Blade 
wielding his weapon. 


SO, mAT ARE YA 


WAITING EORr YA 
GONNA Tl^N THE PAGE 
OR WHATT 


9. Once in the Main 
Inventory, you'll see both 
the gun and the clip. 

Main Inventory items can 
be dropped by selecting 
them {left click) and 
clicking the drop button. 
Objects can also be 
moved into Blade's status 
window for use. 

■S’ NOTE: Blade cannot use 
all objects. Unusable 
objects will automatically 
return to inventory. 


5. Arm Blade's gun by 
moving the gun clip 
directly on top of the gun 
in Blade's hand and 
dropping it. 


6. Blade is now fully 
armed and ready for 
action! 

t*’ NOTE: just as objects 
can be placed into Blade's 
status window, they can 
also be removed, just click 
and move them back to 
the inventory window. 




















1. When the on-screen 
cursor is placed over a 
character you can talk to, 
the cursor will change to 
a talk bubble. Left clicking 
will initiate a conversa¬ 
tion. 

2. When a conversation 
is initiated, a dialogue 
box and an animated 
close-up of the person 
you are talking to 
appears. If Blade knows 
the person he is talking 
to a name will appear 
over their dialogue box. 

Not all of the characters 
will have close-ups. This is 
generally the case with 
"minor" characters and 
those who are positioned 
very dose to Blade when 
talking. 

3. When a character asks 
Blade a question, three 
or more choices will be 
presented for you to 
choose from as Blade's 
response. Each choice 
generates another 
response from the 
character. 

‘ Be prepared to do more 
than talk when entering 
into a conversation. Giving 
up items from your 
inventory while engaged 
in conversation is a 
frequent occurrence. 


Always remember- 

.ehmmi&i WrUcdadget 
like real people. They 
remember everything 
you've said, done and 
tri&tddotothem... 
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Character Interaction 

"Character interaction", or talking to other 
characters, is a vital part of Rise of the Dragon. The 
on-screen cursor will change to the talk bubble 
when it is moved over characters that you can talk 
to. To engage in conversation with characters, 
simply left dick on them when the talk bubble is 
active. 




Advanced Techniques 

Here are a few tips and hints that will be helpful 
once you've mastered the basics. 

TIME 

In Blade Hunter's world, time is an ever-present 
companion. People go to work and go home, 
buildings open and close and Blade needs to sleep 
when he's been up too long. 




DATE AND TIME INDICATORS/CONTROLS 
■uscmEism imvehtorv i 


Located inside each of the inventory windows are 
the Date and Time Indicators. Along with current 
date and game time are controls for advancing 
game time. These controls are provided because 
you may come to a point in your adventure when 
you need to wait until a specific time. In this case, 
you will have two options: 


A When Blade has been 
^ up past his bedtime 
this Thought Box will 
pop-up. It means that 
Blade is getting sleepy 
and it's time to head 
home for some shut-eye. 
If you ignore this 
warning. Blade could 
end up falling asleep in a 
place much less cozy 
(and less safe) than his 
cramped bedroom, 
t* Note the clock in upper 
right corner of screen. This 
on-screen display of time 
and date can be toggled 
on and off by pressing "C" 
on the keyboard. 


The Date and Time 
Indicators/Controls are 
located inside each 
inventory window. Use the 
time advance carefully! 
While it may eliminate 
waiting, it also eliminates 
precious time that you 
may need to solve the 
mystery. 


1) Just hang... wait around twiddling your cursor. 

2) Advance time using the Time Controls. 


Each click on the 
one hour. 



key will advance time by 


Each click on the iBj will advance time by one 
minute. 
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Advanced Techniques 

INVENTORY AND OBJECTS 

Always remember that objects can be dragged 
cf/rect/y from the Quick Inventory window to the 
game environment. If you need to give an object 
to another character or use an object from 
inventory on an object in the current room, 
simply move the object from Quick Inventory to 
the place desired. 


1. Objects can be moved 
directly from Quick 
Inventory window to the 
current room. Simply 
move the object outside 
the inventory window. 
The inventory window 
will disappear when the 
object is clear of the 
window boundaries. 



2. Once the object is 
clear of the Quick 
Inventory window (and 
the window disappears) 
you can move and drop 
the object wherever 
desired. In this case, 
dropping the ID Card 
into the VidPhone card 
slot. 



3. When objects are 
dropped into a room 
where they cannot be 
used or did not originate, 
they will fall to the 
bottom of the screen. 
Objects left in this position 
may or may not be 
around if you leave and 
come back. If you leave 
them in the street or some 
other "high traffic" area, 
odds are they'll disappear 
into someone else's pocket. 
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CHARACTER INTERACTION 

The display duration for dialogue boxes shown 
during character interaction can be controlled in 
two ways. 

1. The operate command {left click) will 
immediately move you to the next dialogue box. 

2. The TEXT SPEED settings in the VCR MENU (see 
CQNTRQLS) section can be adjusted to speed up 
or slow down the display duration of all dialogue 
boxes. 


CURSOR ICONS AND LIMITED KNOWLEDGE 

Generally speaking, the "smart cursor" in Rise of 
the Dragon will alert you to areas of interest by 
changing the direction it points or by changing 
shape. However, there is a limitation to the 
cursor's intelligence. It can only tell you what 
Blade Hunter knows about. For instance, if you're 
trying to locate something hidden in a room and 
Blade doesn't know where the object is, the cursor 
will not change to indicate the item. In some 
instances locating hidden objects requires the trial 
and error approach, using the QPERATE and 
LQQK commands to investigate areas where 
Blade's knowledge is limited. 


THOUGHT BOXES AND DESCRIPTION BOXES 

When you issue a LOOK command, you will get 
one of two types of description boxes: 



1. THOUGHT BOX 

Shown when Blade has a 
personal comment about 
what you are looking at. 
Thought Boxes give 
insight into Blade 
Hunter's character and 
valuable clues on game 
play. 


2. DESCRIPTION BOX 

Offers text descriptions 
of whatever you are 
looking at. 
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HEALTH STATUS BAR: 
Normally, there will be 
only one bar shown in 
this window. However, 
when Blade confronts 
"the Boss" for each 
arcade, a second bar will 
be displayed below 
Blade's, showing the 
Health Status of the Boss 
(See the Health Status 
Bar on the opposite 
page). 


Arcade Sequences 

There are two side-scrolling arcade sequences in 
Rise of the Dragon. In the arcades, you control 
Blade Hunter from a side view as he makes his 
way past physical hazards and various bad guys. 
The arcades are interwoven with the evolving 
story. If they are completed successfully, normal 
game play will resume. 

NOTE: All functions under the VCR Menu are 
operational during arcades except SAVE and 
RESTORE. 


The Arcade Screen 



I Mouse Controls 

Health Status Bar The Mouse Control 

Indicates Blade's current arrows direct 

status. Each hit from Blade's actions 

enemy fire or from when using a 

hazards drains energy mouse, 

from the bar. If the 
Health Status Bar is 
depleted. Blade dies. 


Weapon Screen 

Displays the active 


weapon. Control of this 
function is automatic- 


the computer selects 
the best weapon from 
Blade's inventory. 


Weapon Control 

Blade enters the arcade sequences with whatever 
weapons he is carrying in the inventory. If he is 
carrying more than one weapon, the best weapon 
for a particular part of the arcade is automatically 
selected. 

Weapons can be used in more than one way. When 
Blade encounters "the Boss" at the end of the arcade 
sequence he will be able to engage in hand-to-hand 
combat when close enough. Blade will automatically 
use his weapon as a club in hand-to-hand combat, 
beating "the Boss" with a variety of moves. The moves 
selected for use in hand-to-hand combat are 
automatically selected by the computer each time the 
action button or key is pressed. 



Hazards 

Each arcade sequence includes more than just bad 
guys out to end Blade's existence. There are 
numerous physical hazards that must also be 
avoided or overcome. Some are bothersome, 
some will inflict minor injury and some are 
downright deadly. 


Difficulty Levels 

The difficulty level of the arcade sequences can be 
changed at any time. If you're not a fan of arcade 
shoot'em ups, call up the VCR Menu (press ESC) 
and then select the CONTROLS sub-menu. Find 
the slider marked DIFFICULTY and move it all the 
way to the left, toward EASY (See CONTROLS on 
page 23 for more information on menu use). 


◄ HAND-TO-HAND 
COMBAT: Hand-to- 
hand combat can be 
engaged when Blade 
confronts "the Boss" at 
the end of the arcade 
sequence. It is 
automatically selected 
when Blade moves 
within striking distance of 
"the Boss." The moves 
seiected for hand-to- 
hand combat are also 
automatic, with the best 
possibie move being 
seiected by the 
computer each time the 
action button or key is 
pressed. 
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Meanwhile & 

Story Sequences 

Rise of the Dragon operates in a living 
environment where events are happening all the 
time, whether you're present or not. When an 
event of interest occurs somewhere else in Blade's 
world, a Meanwhile Screen will pop up, 
introducing a sequence that shows you what's 
occurring. 


The Meanwhile Screen k 
willautomaticallypop r 
up when an event has 
occurred somewhere else 
in Blade's world that's 
important to know 
about. The Meanwhile 
Screen is followed by a 
non-interactive sequence 
showing the event. These 
events are not known to 
Blade Hunter, and he will 
not react to the 
occurrence until he 
personally discovers the 
information. 



It's not always a pretty k 
picture. Is that blood ^ 
dripping from the clawed 
hand? 



Meanwhile sequences are intended to convey 
information that heightens the cinematic 
experience of the story. It's important to note that 
these sequences are not interactive, you can’t 
affect them, and that the information given in the 

sequences 
isn't known 
to your 
game alter- 
ego, Blade 
Hunter. The 
fact that 
Blade isn't 
knowledgeable 
of the events shown in meanwhile sequences is 
important to remember. It means that Blade's 
questions and responses to other characters will 
only deal with elements that Blade is aware of. 
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Game Play Menus 


VCR MENU 

Pressing the ESC key or 
left clicking on the top of 
any game play screen 
will bring up the VCR 
Menu. This is the main 
menu from which all 
others are accessed. The 
following is a 
breakdown of the 5 
menus, and their sub¬ 
menus, available from 
the VCR Menu. 



• CONTROLS MENU 

••DIFFICULTY: Adjusts 
difficulty levels in 
arcade sequences. 

••TEXT SPEED: 

Adjusts the duration 
of Dialogue Box 
display. 

••DETAIL LEVEL: 
Adjusts the amount 
of animation 
displayed. 

••VCR: Returns you to 
the VCR Menu. 

••PLAiY: Returns you 
to game play. 



control;I 
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OPTIONS MENU 
••jOYSTICK ON/OFF: 
••MOUSE ON/OFF: 
••SOUNDS ON/OFF: 
••MUSIC ON/OFF: 
••VCR: Returns you to 
the VCR Menu. 
••PLAY: Returns you 
to game play. 



Controls 



The PLAY button is 
located in each of the 
sub-menus. Pressing 
PLAY will exit the current 
menu and immediately 
return you to game play. 

DETAIL LEVEL: The 
DETAIL LEVEL sliders 
allow you to customize 
the amount of animation 
that is displayed during 
game play. Reducing the 
number of animations 
will decrease the time 
that it takes to load 
screens. PLAYING FROM 
A HARD DRIVE WILL 
DRAMATICALLY 
REDUCE THE TIME 
REQUIRED TO LOAD 
SCREENS. 


A note on the 
VCR Menu 

The VCR Menu is 
found in all Dynamix 
games. It takes on 
different forms in eacf 
game but the goal of 
the menu is always 
the same: to give you 
immediate access to 
control functions, 
:at!6wjnd:ydK■iqL::^, ;o 
customize the game 

■tq'sdityttor-qwh??' 
Ta^S;:®lff^:iahd‘r. 
.■harjjLSaiS. cap^ilifies: 
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JOYSTICK BUTTONS 

Because all joysticks 
have a slightly 
diffrrcnl pl,n.t'nn-nl ol 
thc;ir buttons, the 
dcsiqnatior’ ot Button 
and Button 
may be slightly 
conliisiiKj. The only 
way to tlear-up 
[Xtssiblt confusion is 
to jump in and try out 
the different buttons. 


1. Press joystick Button 
#1 to OPERATE an 
object. 


2. Press joystick Button 
#2 to LOOK at an object. 


3. Press and ho/d joystick 
Button #1 to MOVE an 
object. 



Joystick Controls 

The following are basic movement commands for 
the joystick, as compared with the corresponding 
mouse movement commands. 

JOYSTICK 

Movement commands for the mouse and joystick 
are virtually identical. 


left click = press joystick Button #7. 
right click = press joystick Button #2. 






1. MAIN INVENTORY: 
Press Button #2 while 
the cursor is placed on 
the Inventory Icon. 
Windows showing 
Blade's status and the 
current inventory will be 
displayed. 




2. QUICK INVENTORY: 
Press Button #1 while 
the cursor is piaced on 
the Inventory Icon. Only 
your inventory window 
will be displayed. 




3. Press and hold Button 
#2 to activate objects 
that Blade is holding. 
When activated, the 
objects Active Icon will be 
displayed in place of the 
cursor. 

Press Button #1 while 
holding Button #2 to 
USE an active object. 
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The numeric keyboard 
has Arrow Keys which 
can control up, down 
and diagonal movement 
of the cursor. The 
numeral 5 on numeric 
pad Picks up & Drops 
objects. The ENTER key 
controls the LOOK 
Command.'^^ 




1 II II 1 

LOOK 
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Keyboard Controls 

KEYBOARD CONTROLS 

The keyboard equivalents for mouse and joystick 
controls have been simplified and combined to 
make keyboard play less frustrating. 

Cursor Movement 

The cursor is controlled on the keyboard by the 
Arrow keys on the numeric keypad and the Tab key. 
When continually pressed, the Tab key will cycle 
through known, active object locations. The 
combination of Shift + Tab will cycle the cursor in 
the opposite direction. 

• Press Tab key once = move cursor to next object. 

• Press Shift + Tab once = move cursor to previous 
object. 


Pick Up/Drop & Operate Commands 

The multiple commands used for OPERATE and 
MOVE have been combined into one keystroke on 
the keyboard. Pressing the Spacebar or 5 on the 
numeric keypad will operate objects that can be 
activated and Pick up and Drop objects that can be 
moved. 


• Press Spacebar or keypad 5 once = Pick up or 
OPERATE object. 

• Press Spacebar or keypad 5 again = Drop or 
OPERATE object again. 


Look Command 

The LOOK command is controlled by the ENTER 
key. 

• Press ENTER key once = LOOK at an object. 

VCR Menu 

The VCR Menu can be brought up at any time 
during game play by pressing the ESC key. 


Press ESC = bring up VCR Menu. 


Inventory Windows 



3. ACTIVATE INVENTORY OBJECT 



1. MAIN INVENTORY: 
Press the ENTER key 
while the cursor is placed 
on the Inventory Icon. 
Windows showing 
Blade's status and the 
current inventory will be 
displayed. 


2. QUICK INVENTORY: 
Press the Spacebar (or 5 
on the numeric keypad) 
while the cursor is placed 
on the Inventory Icon. 
Only your inventory 
window will be 
displayed. 


3. ACTIVATE INVEN¬ 
TORY OBJECT: Objects 
that Blade is holding are 
made active from the 
keyboard by pressing the 
Backspace key once. 
One press on Backspace 
will lock the object into 
active mode. A second 
press on Backspace will 
unlock the object, 
returning the cursor to 
normal use. 


4. While an object is 
locked into active mode, 
it can be used by 
pressing the Spacebar 
(or 5 on the numeric 
keypad). 



NOTE: Remember 
that the TAB key can 
be used to cycle 
through all known 
active objects. This 
includes possible 
targets for Blade’s gun 
(or other weapons). ; j 
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IMPORTANT!! 

Mouse control will be 
turned off whi -n 
entering the arcade 
sequences for the first 
time. Only keyboard 
and joystick controls 
wii! be active because 
they are the 
recommended 
method of arcade 
play. If you prefer to 
use the mouse, you 
can turn it on by 
pressing the ESC key 
and then accessing 
OPTIONS MENU. Be 
aware that activating:': 
the mouse controls 
will deactivate joystick 
and keyboard controls 
for the arcade. 


STAIRS: You can move 
Blade up or down stairs 
by walking him forward 
and up or forwards and 
down, depending upon 
the direction of the 
stairway. 


Game Controls 

ARCADE SEQUENCES 

Controls for the side-scrolling arcade sequences 
are as follows. 


WALKING 


Walk Left 


Walk Left 



Walk Right 


Walk Right 


Walk Left Walk Right 

Squatting Duck Squatting 


Mouse control 

The Mouse Controls (shown above) are located in 
the bottom center of the arcade game screen 
(shown below). When the game is set to mouse 
control the Mouse Controls become active. They 
are used by simply moving the cursor over the 
arrow that represents the movement you wish 
Blade to make. This arrow will "highlight" to show 
that it has been selected. When the cursor is 
resting on the center square of the Mouse 
Controls, Blade will remain motionless. 


Watch your step! Some¬ 
times even the biggest 
gun won't save you if you 
don't watch where 
you're going! Choose 
where you walk very 
carefully or the next kl 
step Blade takes r 
could be his last.... 
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Joystick control 

The joystick controls for walking are identical to 
the movement descriptions shown on the 
preceeding page. 



Keyboard control 

The walking controls can be activated on the 
keyboard in two ways. 



NOTE: When either 
joystick or keyboard 
controls are active, 
mouse control, and the 
Mouse Controls menu, 
will be inoperative. 





















An upward JUMP is the 
simplest of the JUMP 
moves. It is 

accomplished by pressing 
the proper JUMP key 
with no movement 
assigned. 

Mouse Control: Right 
click on the center square 
to JUMP up. 

Joystick Control: Press 
Button #2 to JUMP up. 

Keyboard Control: Press 
RETURN to JUMP up. 



Game Controls 

ARCADE SEQUENCES 


JUMPING AND LEAPING 

For Blade, a JUMP is a small hop and a LEAP is a 
powerful bound. 


Leap Up and 
to the Left 


jump Left 



jump Right 


Leap Up 


Leap Up and 
to the Right 


jump Down 


Mouse control 

• JUMP or LEAP = Right dick on the Mouse 
Control arrow desired. 

joystick control 

• JUMP or LEAP = Press the Button #2 while 
moving the joystick in the direction desired. 

Keyboard control 

• JUMP or LEAP = Press ENTER while pressing the 
directional key desired. 


To leap or not to leap;.. 

1 Always be careful when LEAPING. There are 
many areas where unprtanned LEAPS might 
prove fatal. Watch for enemy gunfire arid 
hazards and always locHc for a safe lan<Mng 
: spot. Deep chasms, an^s full of gunfire acKd 
electronic surveillance fields are usually 
places to leap into. And what did that sign 
i say? Something about toxic waste? 


FIRE WEAPON OR PERFORM COMBAT MOVE 

As previously stated. Blade can engage in two 
types of combat: weapon fire and hand-to-hand 
combat. The type of combat is automatically 
selected based upon what Blade is carrying, who 
he is fighting and how close he is to the enemy. 
NOTE: If Blade gets close enough to "the Boss" at 
the end of the arcade sequence, he will 
automatically engage "the Boss" in hand-to-hand 
combat using his weapon as a club. 

The movements for weapon fire are straight 
forward. Fire your weapon in the direction you are 
facing. The movements for hand-to-hand combat 
are equally simple: The moves are automatically 
selected by the computer each time the action 
button or key is pressed.. 

The command for Fire Weapon and Perform 
Combat Move are one and the same. The action 
that the command initiates depends upon the 
mode of combat Blade is in. 

Mouse control 

• FIRE or PERFORM COMBAT MOVE = Left Click. 

joystick control 

• FIRE OR PERFORM COMBAT MOVE = Press 

BUTTON #1. 

Keyboard control 

• FIRE OR PERFORM COMBAT MOVE = Press 

SPACEBAR. 


Just a reminder... You 
don't need to worry 
about running out of 
ammo. Blade's gun is 
supplied with an almost 
inexhaustible energy 
cartridge. 


‘ ■■■ Keep your eyes 
open during normal 
tjarnc play fori he 
diflerent types of 
weapons Blade can 
use. There are a few 
key items that will 
become active at very 
helpful times during 
rather hairy arcade 
action. It you have 
these items in 
inventory. Blade will 
atitomatically use 
them when they're 
needed. 














Walk Through 

WARNING: The following documentation is for 
beginning adventure game players only. The 
contents include answers to some game puzzles 
and hints that experienced adventurers may not 
wish to see. Continue reading only if you need 
help getting started with Rise of the Dragon. 



3. Once in the Main 
Inventory, it's pretty 
obvious that Blade needs 
some body cover. You 
should see the clothes 
and coat that you 
dropped into the 
inventory. 


l.The first thing to do is 
get some clothes. In the 
center of the floor is an 
unidentified blob - that's 
Blade's clothes. Move the 
cursor over the clothes. 
The cursor should 
change, pointing down 
at the clothes. Press and 
hold the left mouse 
button (press Spacebar 
from keyboard) to pick 
up the clothes. Move 
them on top of the 
Inventory Icon. Release 
the mouse button to 
drop the clothing into 
Blade's inventory (press 
Spacebar again from 
keyboard). 



2. The next step is to 
grab Blade's coat. It's 
hanging on the coat rack 
next to the window. 
Using the steps 
described above, move it 
to the Inventory Icon 
and drop it. 

Now, right click (press 
ENTER from keyboard) 
on the Inventory Icon 
located at the bottom 
right corner of the screen 
to bring up the Main 
Inventory. 
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4. To dress Blade, simply 
click and hold the left 
mouse button while the 
cursor is over the clothes, 
move them onto Blade 
and drop them (use the 
Spacebar from the 
keyboard). You'll see a 
nifty animation of Blade 
dressing himself. 






5. Blade is now wearing 
his clothes. Pretty neat, 
huh? The next step is to 
give him his coat. 



6. Left click on the coat 
(press Spacebar from the 
keyboard), move it over 
to Blade's Status Window 
and drop it (press 
Spacebar again from the 
keyboard). Now fully 
spiffed out, Blade's ready 
to check his messages. 
Click the button marked 
EXIT at the bottom of the 
inventory window. This 
will take you back to 
Blade's room. 
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7. Back in Blade's room, 
take some time to right 
mouse dick (press ENTER 
from the keyboard) on 
whatever catches your 
eye. This will either bring 
up a text description of 
the object or a thought 
response from Blade. 
Now, move the cursor 
over the odd-looking 
machine with the 
blinking red light near 
the window. The cursor 
will change into a 
magnifying glass. When 
this happens, dick the /eft 
mouse button (press 
Spacebar from the 
keyboard). This will 
zoom your view into the 
VidPhone. 


8. Next turn on the 
VidPhone's power. Move 
the cursor to the power 
switch on the lower left- 
hand side of the console. 
The cursor will change to 
a down arrow, indicating 
that it is over an object 
that can be activated. 
Press the left mouse 
button over the power 
switch (press Spacebar 
from the keyboard). 


9. The screen should 
become active, 
displaying: 

Message: 1 

To: William Hunter 

From: Mayor Vincenzi 


10. Move the cursor over 
the remote control laying 
beside the Vidphone. 
Right dick on it (ENTER 
from keyboard). After 
reading the description, 
left click on it (Spacebar 
from keyboard) to pick it 
up. 
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11. /.eft dick on the PLAY 
button (Spacebar from 
keyboard). A message 
from the mayor will 
show on the screen. 



12. When the message 
from the mayor is 
finished playing, move 
the cursor to the fax 
machine on the left- 
hand side of the 
VidPhone. Click and hold 
the left mouse button 
over the photo of the 
mayor's daughter 
(Spacebar from the 
keyboard). 



13. Move the fax photo 
over to the Inventory 
Icon and drop it by 
releasing the mouse 
button (press Spacebar 
from keyboard). Now, 
dick the right mouse 
button (press ENTER 
from the keyboard) on 
the Inventory Icon. This 
will bring up the Quick 
Inventory Window. 




14. Right click on the 
photo in the inventory 
window (ENTER from 
the keyboard). This will 
bring up a large image 
and description of the 
item. Next, left click 
(Spacebar from the 
keyboard) on the EXIT 
button to leave the 
Quick Inventory. 
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15. To view the 
remaining messages on 
the VidPhone, left dick 
(Spacebar from the 
keyboard) on the NEXT 
button. Left dick 
(Spacebar from the 
keyboard) on the DONE 
button to end the 
VidPhone session. The 
VidPhone Remote will 
return to the desk. 


16. Left dick (Spacebar 
from the keyboard) on 
the red button below the 
ID card slot (below the 
main monitor) to eject 
Blade's ID card from the 
slot. 


17. Left dick and move 
(Spacebar from the 
keyboard) the card to 
the Inventory Icon. 

Release the mouse 
button and drop card 
Into Blade's Inventory 
(press Spacebar a 
second time to drop the 
item from the keyboard). 
NOTE: you must insert 
the correct ID card in 
order to access the 
VidPhone again. The unit 
will request you to Insert 
your ID card if the power 
is turned on and the 
correct card is not in the 
slot. I 

18. Move the cursor to 
the right-hand side of the 
screen until it turns into 
an EXIT icon. Left dick 
(Spacebar from the 
keyboard) to exit the 
VidPhone screen. 



19. After exiting the 
VidPhone screen, you 
will again be looking at 
Blade's room. Move the 
cursor to either side of 
the screen until It 
changes to an EXIT icon, 
fi/g/rfcfck (ENTER key 
from the keyboard) on 
the EXIT to get a 
description of where it 
leads. Left dick on the left 
side of the screen 
(Spacebar from the 
keyboard) to exit Blade's 
apartment. 



20. You are now in 
Blade's hallway. In front 
of you is an elevator with 
two buttons. Left clicking 
(Spacebar from the 
keyboard) on the top 
button will take you to 
the roof of Blade's 
building. Left clicking 
(Spacebar from the 
keyboard) on the lower 
button will take you to 
the Em-Way transporta¬ 
tion system. 

If you wish to re-enter 
Blade's apartment, take 
his ID card out of 
inventory and put it into 
the door lock. 
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Disk Problems 

TECHNICAL HELP (MS-DOS ONLY) 

If you are having problems with a game disk, try 
these suggestions before assuming the disk is 
faulty: 

If you receive any of the 
following messages: 

1. "Insert Disk (#)" when 
you have already inserted 
that diskette, or have installed 
the game on your hard disk. 

2. "Unable to Chain" or if the 
game locks up at any point. 

3. "Disk Error" 
then you may have memory 
resident programs loaded into RAM. You will need 
to boot your system from a diskette containing 
your operating system only. Follow these instruc¬ 
tions to create a "Dynamix Boot Disk." 


FORMATTING FROM A HARD DRIVE 

A) Place a blank disk in drive A. 

B) At the C prompt, type: format a:/s 

NOTE: If your A drive is a high density drive and 
you are using double density disks, you will need 
to type: format a;/4/s (for 5.25''disks) 
or type: format a:/n:9A:80/s (for 3.5" disks). 

FORMATTING FROM A DISKETTE DRIVE 

A) Place your DOS disk in drive A. 

B) At the A prompt, type: format a:/s (be sure to 
switch to a blank disk when prompted by the 
FORMAT program). 

NOTE: If your A drive is a high density drive and 
you are using double density disks, you will need 
to type: format a:/4/s (for 5.25" disks) or type: 
format a:/n:9/t:80/s (for 3.5" disks). 

C) Press [ENTER] 

D) Respond to the DOS prompts. 



Now you should create a CONFIG.SYS file on your 
I )ynamix Boot Disk, with a files=20 statement. 

I ollow these instructions to create this file: 

A) Type: a: [ENTER] 

B) Type: copy con config.sys [ENTER] 

C) Type: files=20 [ENTER] 

D) Press F6 [ENTER] 

You should see the message: "1 File(s) copied". 
You will now have to re-boot your computer with 
your new Dynamix Boot Disk in the drive. Turn 
your computer off then on or press Ctrl-Alt-Del. 

If booting your computer with your new Dynamix 
Boot Disk doesn't clear up the problem you are 
encountering, call (209) 683-8989 for technical 
help. Our technical staff will be happy to help you. 


TECHNICAL HELP (ALL SYSTEMS) 

Technical assistance is only a telephone call away. 
Call (209) 683-8989, 8 A.M.- 5 P.M. Pacific Time 
for convenient, person-to-person service, or if you 
prefer, you may request assistance by mail. If you 
choose to write to us with your request, please 
state your computer type and the nature of your 
problem. 

If you find that you need to send for replacement 
diskettes, send the original disk 1 in the size you 
need (3.5" or 5.25") to: 

Sierra On-Line 
P.O. Box 485 
Coarsegold, CA 93614 
Attention: RETURNS 

Be sure to include a note stating your computer 
type, and the size of diskette you need (5.25" or 
3.5"). 

We will gladly replace your program free of 
charge for the first 90 days of ownership (please 
enclose a copy of your dated sales receipt with 
your request). After 90 days there is a $5.00 
charge for 5.25" diskettes, and a $10.00 charge 
for 3.5" diskettes. I 
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Need Help? 

Call the Sierra/Dynamix 
Automated Hint Line 
System 

You may reach the hint system by dialing; 1-900-370-KLUE. Our 
California customers need to call: 1-900-370-5113. 

All hint questions MUST be directed to the previously mentioned 
"900" numbers, as there will be NO hints given on our Customer 
Service lines. This service is available 24 hours a day. The charge for 
i fiis service will be 75 cents for the 1 st minute and 50 cents for every 
additional minute. Long distance charges are included in this fee. 
Callers under the age of 18 must get their parent's permission s 
l)efore calling the hint line. At this time, the automated hint system 
is only available within the United States. 

All other questions will be answered by calling our new Customer 
Support number at area code (209) 683-8989. Again, please note, 
ALL hints must be obtained by dialing the above "900" numbere. 
ABSOLUTELY NO HINTS WILL BE PROVIDED THROUGH OUR 
CUSTOMER SUPPORT LINES. 

The contents of the Sierra/Dynamix Automated Hint Line are solely 
the responsibility of Sierra On-Line and Dynamix Inc. Thank you for 
buying Dynamix products. 







Don 't just play it. 
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With the new. 


CEREB-O 


FROM GAMICO 


From the people who broughtyou HOLO- 
DEATHandULTRA-SOUNDcomesCEREB- 
O.the FIRSTTRUE VIRTUAL REALITY game 
system I The CEREB-O attaches easily to 
anyones' head and it's time for adven- 
ture! 

Simply insert one of the hundreds of 
game discs and instantly you're hunting 


TM 


dinosaurs, fighting your way through a 
monster infested dungeon, exploring a 
lost city, blasting space pirates, solving 
murders, or committing murders with all 
the sights, sounds, smells, tastes and feel¬ 
ing that go with iti CEREB-O really puts 
you therel 

Safe fun for anyonel 


GAMICO assumes no responsibility for cerebral hemorrhages that may occur from misuse of this product.Six AA 
batteries not included. GAMICO Inc. Ashtabuta, OH 44004 Cerebo is a registered trademark of GAMICO 2053 
Illustration of simulation shown with the GAMICO ACTION SUn™sold separately. 



1 
































Never finish 
high school? 

Too busy playing computer 
games and reading comic books? 


Then you can be a success in the COM¬ 
PUTER GAMING FIELD! 

Thousands of jobs are just waiting for 
qualified people to come along. Now 
you can be one of those people. One of 
the many lucky, happy successful people 


who make a living staring into a computer 
monitor for countless hours while tossing 
around terms like "tiff, exponential, cpu, 
crt, Ibm fdes, rectfill and highres". 

Write today for your free catalogue and 
get ready to start an exciting new career. 


Games Galore Institution Inc. 


Carpal Tunnel, Idaho 56907 


LOOK BOYS &GIRLS! 

If You're 12 or Older You Can 
Be a GRIME Salesperson, 

Earn Extra Credits 
and Win Neat Prizes! 

Like this new Death & Weston Model ^ ' 

A-10.55 Cal., Pump-Action "Hard-Seii"! 

Join the thousands of kids all over the 
world who sell GRIME to family, friends, 
neightxjrs, strangers even enemies. You'll ^ 

find, with the proper sales tools, everyone ^ 

eager to buy GRIME! 

fcmME Fu^lIsi^n^ cb ~" Name- 

I Sludge, New Jersey 12279 Address- 

, Send my first bundle of GRIME. Phone- 

Criminal Record 
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Comics,Comics, 
More Comics 

We got 'em, yes sir, you betcha,tots 
of 'em. Hundreds of 'em, thousands 
of'em, hundreds of thouandsof'em! 
But they're not for sale. 


CELL-AWAY 


Home liposuction made 
easy and convienient. 
right in your own homel 
Just attach to your home 
vacuum unit and suck 
away that unsightly cell¬ 
ulite from last weeks' 
excursion to the pleasure 
dome. 1-800-SUK- AWAY 





KUNG-FU z 

Earn a BLACK BELT // 

in your own txxne, in C'H^cCj 

your spare time! 

With our special ^ 
through the mail v! '' 

insinctbns you can ) I V 

be a living instrument 
of death in less than jy 

six weeks. Cl 

Learn to: Punch, kick, throw, break things 
Ike bricks with various parts cf your body! 
Discover new and interesting ways of 
maming, even kiing your fellow man! 

Send for our brochure today! 

LIFE HARMONY ACADEMY 
2201 Peaceful street 
Pleasant Valley, IL 60612 


BECOME PRESIDENT 


Learn all you need to know right in your own home i 
with tils easy six week correspondence course. ! 
Make lots of I 

rich,generou8 friends! No qualifications or phor 
experience needed. 

Diploma awarded! 

DANNY Q. WHALE PRESIDENT INSTITUTE 
PO,BOX3005 _ 

BLUNDER, CA 97045 Z" 


There's a BuUet With 
Your Name On It! 

Get your very own personalized 
bullet! Send 12 credits and your 
name to: 

KA-POW INC. 

PO. BOX 30.06 
BUDDA-BUDDA, ALABAMA 
23772 


A-MEWZING DESIGNS 
Bonzal your cat. Interesting conversation 
piece that you'll be proud to own. 
Write for our catalogue of designs and 
instructions: 

David (Rex) Wolf Designs 
K-9 Shag Bark Hickory St. 

Kitty Hawk, NC 33701 

LOOSE WEIGHT FAST! 

Guaranteed! With the fantastic 
new TAPE WORM DIET! 

Loose 10, 20, 30 or more 
pounds within days. 

No tricks! 

Nogimmics! 

Guaranteed! 

One little worm each day and 
the pounds just fall off. 

Call Robert for details: 

1-800 


VIDPHONE FACADE 

Caught in the shower and must 
answer the vidphone? The new 
Vid-jrfione Facade projects a 
fully dressed, fully animated 
image of you perfectly matching 
your own move ments and 
expressions. Send for 

- free catalogue: 

1 FAKE- YOU, Inc. j 

Hollywood, CA 99817 i 


STAMPS 


Rare stamps, big stamps small stamps 
old stamps,new stamps, stamps, 
stamps,stamps! Send SASE fora 
free catalogue. 

Bill Stamp 

Box 1768 Pittsburgh, PA 


DEATH RAY 
GLASSES 
Suprise yourfriendsi 


TOXI-GUM 

Looks like real gum but tastes 
like toxic waste. Hysterktall 


Trouble making friends? 

Who needs 'em, you've got com¬ 
puter games from:Dynamix! So... 
GO PLAY WITH YOURSELF! 


BED WETTING A 
PROBLEM? 

Not anymore! Thanks to Dr. 
Brcnndoggy. His new and 
revolutionary method of 
rcmovi ng the urinary tract of 
the problem child has worked 
wonders! 

Write to: 

Dr. Brenndoggy 
1489 SE Flatus Lane 
Springfield, OR 97666 
NO RISK MONEY BACK 
GUARANTEE! 

(please enclose $75.00poBtagp & handlin 



SWM Fm a tall, dark, Slavic, wealthy, baclicUn 
Enjoy after-hour clubs, night time baseball game 
drive-ins, late shows, star gazing, fbeworks, Qyinj 
walks under a full moon, dogs and certain ilyin 
mammais. 

SWM Artist looking for fun, cute, iniclligcm 
gal. who left the following cryptic message cn 
my vit^ihonc lastThursdayiYYBPYWWY 
PBRRBYW Box 73489 -Roger" 

If ycu'te a young woman between 18 and 24, prett 
and healthy, enjoy red w inc but not red meat jricas 
re^xxid. 

Vlad Box# 56667 

SBDGM One eyed sociopathic dwarf who 
enjoys wato sports, volleyball, canning and 
coUccting civil war artifacts looking for same. 
Box# 50777 

y' — \ 


A ^ 

smoke 

ROMR 

ACADEMY OF EXTRA 
SENSORY PERSEPTION 

Its a blast j 

at parties 

i-earn in your own Home 
in two weeks. 

We'll call you. 

SWDM Looking for peaceful evenings alhonreir 
front of the hoi o fire, wine, art, cats.bungi-jumping 
Box 68428 

COMICS We still got 'em! 



Rise of the 
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IT S HORRENDOUS EINP 
WE NEED rOUR HELP... 


my DAUGHTER HAS BEEN MURDERED MR. HUNTER. 
I WANT you TO FIND OUT WHO IS RESPONSIBLE. 


I DO NOT WISH TO BRING THE POLICE IN ON THIS 
MATTER. IT WOULD CAUSE MASSIVE PUBLICITy AND 
UNNECESSARILy ALERT WHOEVER I RESPONSIBLE 
TO THE INVESTIGATION... A 


TO BE QUITE FRANK, I DO 
NOT WANT THE 
CIRCUMSTANCES OF MV 

daughter's death to 

BECOME PUBLIC. 























































/(ND THE CATCH? 




YOUR LOW RE6ARP ' 
FOR PROPERTY RIGHTS 
ANP CALLOUS 
PISREGARP OF 
ACCEPTEP OPERATION 
PROCEPURE WHICH 
SERVEP YOU SO 
POORLY AS A POLICE 
OFFICER mARE YOU AM 
IPEAL CANPIPATE FOR 
THIS JOB. 


you'll be on your own, once you start the case I 

WANT NO POSSIBLE CONNECTIONS TO IhY OFFICE. i'lL 
PO WHAT I CAN TO Alp YOU BUT IT WILL HAVE TO BE 
COmPLETELY UNOFFICIAL. 


I WOULI>n't put IT IN 
THOSE TERMS BUT,.,YES. 
PO WE HAVE A PEAL? 


I M SURE IT WILL BE A BIG HELp’ 
CONSIPERING YOU POn't RNOW 
A PAMN THING WHEN IT COMES 
TO POLICE WORK. 


ff 




WE fflOCk WH/^T WE PON T UNPERST/JNP, mR 
HUNTER. 600P VAY. 


Step-by-Step 
Guide to Private 
Investigation 






BY THE WAY, I BROUGHT YOU SOMETHING WHICH MAY BE OF 
SIGNIFICANT AlP IN YOUR CONTINUING ENPEAVORS IN THE 
FIELP OF PRIVATE INVESTIGATIONS. It's AN EXCELLENT BOOK 
WHICH SPELLS OUT VERY CLEARLY HOW TO CONPUCT A 
PROPER INVESTIGATION. 























Forward 


"So you wanna be a Private Eye: 

Well buddy, you came to the right place." 

Chang Li 


Other Ximanyd books in this series include; 

User’s Guide to Toxic Waste and Other Fun Things. 

Mordred’s Atlas to Mortuaries and Other Fun Things. 

Halitosis, Gingivitis, and Other Fun Things. 

Step by Step Guide to Yeast Farming and Other Fun Things. 
Step by Step Guide to Professional Yodeling and Other Fun Things. 
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Dear valued Customer: 


Congratulations on your purchase of the 
A Step by Step Guide to Private 
Investigation and Other Fun Things. 
another fine product from the Ximanyd 
family of companies. 


This manual contains: 

One (dozen) pages which detail everything 
you need to know to achieve a personally 
fulfilling and financially rewarding career in 
the personal investigation field. 


You will learn: 

- How to question suspects with finesse 
and subtlety. 


- How to make and interpret discrete 
observations. 


- How to completely service and repair 
someone else’s VidPhone. 


- How and why to use the Em-Way 
transportation system. 

- How and where to use the tools of the 
trade. 


- How to persuade people to do things 
they really don’t want to. 

- The benefits of personal hygiene, a 
good diet and plenty of exercise. 

- Handy PI Fashion tips. 


- PI technical Jargon. 
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Chapter 1 
Step one: 

Find someone to interrogate. 

Step two: 

Find a field (just kidding but we couldn’t 
resist). Ahem. 

Step two: 

Try to start a friendly conversation with 
them. Hint: it isn’t usually a good idea to 
introduce yourself as a private 
detective to a 
client’s 
estranged 
spouse and 
ask if they 
have a 
criminal 
record. 

If you 
use an 
approach 
and it 
doesn’t 

work, try something else. Common sense is 
your best guide here. 




Step three: 

Cleverly maneuver the conversation to your 
area of inquiry. 

Say the person you’re talking to says 
something like “We’ve sure had some 
weather lately, haven’t we?” You could 
reply, “Boy, we sure have. By the way, 
you haven’t seen a suspicious man in a 
raincoat lurking about in this neighborhood 
lately have you?” It’s so simple even a 
child can do it. 


^ Field Interrogation 





Field Interrogation 



step four: 

Try to leave things on a positive note. Say 
polite things like “Have a nice day” or 
“Wasn’t that special” or “Don’t worry, the 
scar is hardly noticeable.” You never know 
when you might want to talk to someone 
again. 


Step five: 

When all else fails: lie like a dog. 

Step six: 

(Well this isn’t really a step, but it kind of 
fits under this category, so what the heck.) 
Sometimes no matter what you do, you 
won’t get anywhere with a person. Then 
it’s time to seriously reconsider your past 
approach. Did you do something to tick 
them off? Or is the person just a complete 
closet case? Time and experience will teach 
you to tell the difference. 



Chapter 2 

A private dick (that’s trade jargon for 
private investigator) must always keep his 
eyes open. This helps him avoid the 
embarrassment of 
bumping into things 
and also 
allows 
him to 
case a 
joint 
(more PI 
jargon - it 
means 
reconnoiter 
a location) 
before 
charging in 
half-cocked. 

Not that the 
direct 

immediate frontal assault isn’t exciting and 
macho, it just not much fun to be exciting, 
macho, and dead. It is also a good idea to 
look over a room very thoroughly before 
you try and pick up or otherwise mess with 
anything in it. Examining rooms and 
objects carefully may yield helpful clues 
and will hopefully have the added benefit of 
preventing you from becoming a dead duck. 
As my Most Aged and Venerable Grandpa 
Chin used to say “Rrook befrore yrou 
rea 








I VidPhone Repair 


Chapter 


Chapter 3 

Repairing Someone Rise's VidPhone: 

There are times in every dicks life when he 
must do something really unscrupulous. 
Fortunately, listening in on someone else’s 
private VidPhone conversation does not q ualif y 
as unscrupulous, as long as you’re on a case and 
not just doing it to get your jollies. With the 
proper equipment you can splice into another 
person’s VidPhone trunk and monitor theip calls 
from the comfort of your own home. AU you 
need is a wire tester kit, three leads (Included in 
most kits), and a lot of guts. VidPhone work is 
not for the timid; there’s a very real potential to 
become a crispy critter. Just remember, red 
goes to the battery (positive), blue goes to the 
ground and yeUow is the hot wire. Or is that 
blue, positive, red ground...? Oh well, never 
mind. Once you connect all three wires correctly 
a green light wUl show on the tester. Note: It’s 
a very bad sign when tester light starts flashing 
red. If you don’t disconnect the tester lead from 
the wire terminal within about 15 seconds 
the circuit will overload and send several 
thousand volts of electricity shooting 
through your body. 



Chapter 4 


The Em-Way made easy 

The Em can be a detective’s best friend. 

It is cheap (free is a very good price) and 
relatively safe. All you have to do is 
select your destination from the 


transit I_T map and the 


computer will stop 
the next available 
train and put you 
on it. Note: it 
JV is important 


a 



I ^ oeiore 
M you try t( 
y get there o 
the Em-Way 
?:e you furthe 
to allow 
ch your 
well over an 
length of sor 


® The Em-Way 
















^ Tools of the Trade 


Chapter 


Chanter 5 

Things no PI worth his salt-substitute 
should be without. 


Handgun: 

There are several types of personal hand 
weapons available; we recommend a police 
or military issue pistol or pulse particle- 
beam handgun. The most desirable 
attribute of any weapon is reliability, 
therefore we tend to lean more towards the 
pulse particle-beam weapon as its 
powerpack is good for over 1,000 rounds. 



With 8e Smesson Police 
Special Pulse Particle 
Beam Handgun. 


PVIV Energy Cartridge.- 




TNT Flake Bombs 


Bombs: 

These small but powerful 
explosive devices contain 
flaked TNT suspended 
in a pol5rmer base. If 
placed strategically, a 
single bomb can do a 
great deal of damage. 

AH you have to do is 
place the adhesive 

of these 
bombs onto 

something you want to blow 
up and stand back. 
Bombs typically 
work well to open 
doors and locks but 
have the distinct 
disadvantage of alerting 
everyone in the area to 
your presence. 

Wire tester: 

Following are a few 
useful techniques for 
Wiretester use. Always 
remember that the 
Festive (+) Lead goes 
to the red wire, the 
Negative (-) lead 
goes to the blue 
wire and Terminal 
Connection (>) goes 
to the tapped line. 

If a schematic of 
ACME Wire Test Kit the system are 

available, it is recommended that you 
examine the wiring layout carefully 
before attempting to breach a line. 
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Tools of the Trade 

















Tools op the Trade 



Chapter 6 

How to get people to do things they probably 
wouldn’t do on their own. 

Occasionally, people can be encouraged to be 
more helpful if offered Inducement. The best 
thing to use is a black-market candy bar, if 
you can find one. Note: try to make sure 
that the person you give it to really has some 
information or can do something to help you. 
Otherwise, they may just take your candy 
bar and say “Thanks dude. ” Nobody, in their 
right miod will turn down free chocolate. 


Chapter 7 
Health Sc Fitness. 

A private investigator must have eyes Like a 
hawk, the reflexes of a puma, and the 
digestive system of a pachyderm if he 
expects to get ahead in his chosen profession. 
Nutritionists tell us that we should eat plenty 
of fruits and vegetables, lots of fiber, and get 
plenty of exercise. But who really wants to 
eat that junk. We recommend taking all your 
meals in restaurants named after a person 
with three or less letters in their first name: 
e.g. ‘Eat at Joe’s’, Ted’s Tex-Mex Truck-stop, 
Mad Max’s BBQ, Tiay Tim’s ‘Tater Trough. 
These t 3 ^es of restaurants may not be five- 
star, but at least you can be sure of getting a 
big plate of biscuits and gravy or a good bowl 
of chUi. Remember, private mvestigation 
isn’t just a job; it’s a lifestyle, and you have 
an image to maintain. As for exercise, that 
seems to have a way of taMng care of itself 
in this profession. You will be surprised how 
fast and how far you can run if a large man 
with an automatic weapon is chasing you. 


Persuasion &? Fitness 












^ Sleep &? Fashion 


Chanter 8 

Sleep - A well rested dick is an effective 
dick. 

Remember, you must get plenty of rest if 
you want to be 100 percent on the job. 
Sometimes Pis have to put in long hours 
but make sure you don’t work yourself 
to exhaustion. If you become tired you 
should try and sleep in your own place. 
You never know what might happen if 
you try and take a cat-nap in the park at 
night. 

Chapter 9 


Handy PI Fashion 
tips: 

We recommend 
wearing clothes 
preferably 
something 
which hasn’t 
been washed 
recently, but 
doesn’t smell 
too bad. Public 
displays of 


generall3 ^Ci 

frowneo^^^ 
upon by 
most 

members of 
the law 
enforcement 
community 



Dead duck. PI jargon - means bite the 
big one. 

’effin. Slang for friggin’ 

Em-Way. Electromagnetically 
levitated subway system. 

Pachyderm. Think skinned mammal 
such as an elephant or rhinoceros. 

pulse particle-beam handgun. A 

handgun which fires a burst of highly 
organized associative particles instead 
of a lead projectile. 

’Relatively safe’ Euphemism meaning 
S0% chance of death or 
dismemberment. 

’Repairing’ someone else’s VidPhone. 

Euphemism meaning run a tap and 
listen in on someone’s private life. 

Valued Customer. Anyone who is 
willing to shell out the ridiculously 
large amount of money it takes to buy 
one of our products. 
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Glossary 





WH/>T A PIECE OE G/IRB/IGE. 
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More Stuff... 

SEND YOUR LETTERS TO: 

DYNAMIX O OMTX : 

P.O. BOX 11806 EUGENE, OREGON 97440 


Dear Dynamlx Comix: 

I’m a single guy who 
has a lot of trouble 
with women. I Just 
can’t seem to figure 
out how to get through 
to them. I take them 
out for dinner, maybe 
a movie and usually 
this works ok. The 
problem Is that when I 
take a girl back to my 
place to play video 
games and look at my 
comic book collection, I 
get the cold shoulder. 
What shoidd I do? 
Help! I 


Dear Keith, Blade is 
ambidextrous. ‘Nutf 
said. 

-Dave 

Dear Dave, 

Would you please quit 
screwing around at 
that silly Dynamlx 
place and get a real 
life. 

Mother, 

Charlottesville, VA 

Dear mom, cheap 
shot... 

-Dave 


victim of a bad past 
love affair? 

Just curious. 

Bob Robatzek 
Tigard, OR 


Dear Bob, Karyn and 
Blade have a long past 
history that will be 
brought into clearer 
focus in future Issues. 
They nmy break up, 
but chances are they 
will get back together 
again eventually. Stay 
tuned. 

-Dave 


Todd Towers, 

Eugene, Oregon. 

Dear Todd, I think you 
may have us confused 
with a different 
magazine, but I 
suggestyou try 
different software 
and/or comic books. 
-Dave 

Dear Eynamlx Comlx: 

YiThat’s up with Blade? 
I mean he’s really cool 
and all, but sometimes 
he holds his gun with 
his right hand and 
sometimes he holds It 
with his left hand. Is 
Blade a lefty or Is he 
right-handed? I’m 
really confused. 

Lt. Keith Eayrs, 

Great Falls, MT 


Dear Eynamlx Comlx: 

I really enjoy the 
characters you have 
created In this series 
and hope that you will 
continue to develop 
them In future Issues. 

I would especially like 
to learn more about 
the relationship 
between Blade and 
Karyn, for Instance: 
why Is she so uptight? 
Blade’s a really great 
guy and she should 
feel lucky to have him 
around. At times It 
seems like she really 
might be ready to 
leave him for good (If 
she does, can I get her 
VldPhone number?) 
even though she 
genuinely cares about 
him. What’s her 
story? Is she the 


Dear Dynamlx Comlx; 

When are we going to 
see the next Issue of 
Blade Hunter 
Mysteries? I have 
thoroughly enjoyed the 
latest Issue of your 
book and hope to see 
more soon. 

Karen Sumners, 

Los Angeles, CA 

Dear Karen, we 
currently have several 
stories under 
development, but we 
still have to scrape up 
some more cash to pay 
off the printing for our 
last issue. Hopefully it 
will be released within 
the next several 
months. 
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Dyna-Mix 

The revolutionary new 
high energy formula 
that lets you put on 
muscles like nobodys' 
business 



In just two days you can have powerful muscles.After years of testing we've devel¬ 
oped the ultimate body-building secret...DYNA-MIX! You'll see results in a jiffy. 
Increase your strength! 

Build really, really big muscles! 

Loose fat! 

Feel great, look great! 

Lift things. Big things. 


Impress your friends! 

Stomp your enemies into bloody, little quiver¬ 
ing, piles! 

Terrorize little skinny guys on beaches! 

Be a qualified bully! 


LET CHARLIE MAPS MAKE YOU A REAL MAN 



THE REAL MAN 

EACH GUN HAND-MADE 

Tired of" being pushed around? " Had it" with the brawny 
guys getting all the attention? "Fed up" withbeing called 
scarecrow, wimp, stick, puny, runt, filthy-little-scum-sucking 
weasel? Well don't waste your time body building send for 
your very own .80 cal., double-action REAL MAN today! 
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